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Treasure Island is a Ravenloft Domain inspired by the 
Wonderful World of Darklords Podcast "Episode 07, 
Treasure Planet." 


https://redcircle.com/shows/the-wonderful- 
world-of-darklords 


Treasure Island (1950), Treasure Planet (2002) and all 
affiliated characters and settings property of Disney. 


All Art taken from the Met Gallery's Open Access 
Collection and Creative Commons commercial use 
archive. Adobe InDesign template by Nathanael Roux at 
www.barkalotdesigns.com 


TREASURE ISLAND 


Domain of Piracy and Obsession 

Darklord: John Silver 

Genres: Ghost Stories, Psychological Horror 
Hallmarks: Piracy, betrayal, hidden treasure 
Mist Talismans: maps, gold coins, compasses 


WHEN MY SKIFF LANDED ON THE ISLAND OF 
CRESCENTIA, I FELT THE SAME LEVEL OF CULTURE 
SHOCK THAT VISITORS FROM THE MOST SHELTERED 
AND HUMAN-DOMINANT DOMAINS MUST FEEL UPON 
ARRIVING IN MARTIRA Bay. ELVES, DWARVES, AND 
GNOMES SEEMED BANAL IN COMPARISON TO THE 
VARIETY OF RESIDENTS IN FLINT’S ARCHIPELAGO; 
THE SMALL NUMBER OF HUMANS SAT SHOULDER TO 
SHOULDER WITH TABAXI, TORTLES, WARFORGED...A 
LAMORDIAN LABORATORY COULD SCARCELY HAVE HAD 
MORE VARIETY. 


CRESCENTIA WAS A ROUGH PORT, AND I FELT A 
CONSTANT SENSE OF LOOMING DANGER...ALTHOUGH 
THAT MAY HAVE BEEN A LINGERING REACTION TO 

MY LATEST CORRESPONDENCE WITH MY ILLUSTRIOUS 
PATRON. I NEVER TOLD YOU ABOUT MY BROTHER, 
Yensip. I NEVER TOLD YOU ANYTHING ABOUT THAT 
NIGHT, AND I HAVE NEVER TOLD A LIVING SOUL THE 
DETAILS OF HOW IT ENDED. YOU SEEM TO KNOW 

MORE ABOUT ME THAN ANYONE HAS ANY BUSINESS 
KNOWING, AND YET YOU HAVE NOT SEEN FIT TO TELL 
МЕ AS MUCH AS YOUR ACTUAL NAME. Do YOU DELVE 
THIS DEEPLY INTO THE LIVES OF EVERYONE IN YOUR 
EMPLOY? WHO HAVE YOU BEEN TALKING TO, AND WHY? 
I CAN THINK OF A FEW WAYS AND REASONS YOU MAY 
HAVE SOUGHT OUT THIS INFORMATION, AND I CARE FOR 
NONE OF THEM. I AM GRATEFUL FOR THE TUTELAGE YOU 
HAVE GIVEN ME, BUT IF YOU HAVE DONE THIS MUCH 
RESEARCH INTO MY LIFE, YOU KNOW BETTER THAN TO 
TEST ME WHERE MY FAMILY IS CONCERNED. 


AT ANY RATE, AS MENTIONED, CRESCENTIA HAD A 
SENSE OF DANGER IN THE AIR, AND I MADE SURE 
THAT MY HAND NEVER STRAYED TOO FAR FROM MY 
PURSE AS I SEARCHED FOR THE SHIP I HAD HIRED. 
PEOPLE SCUTTLED AWAY LIKE ROACHES IN THE LIGHT 
WHENEVER THE WARFORGED CONSTABULARY APPEARED, 
AND I OVERHEARD SEVERAL MUTTERED CONVERSATIONS 
ABOUT SHIPMENTS OF CONTRABAND, THE SAILING 
SCHEDULES OF WEALTHY MERCHANT SHIPS FROM 

Port Ivy, AND THE DETAILS ON THE FORTIFICATIONS 
OF NEARBY PORTS. I SOON LEARNED THAT, WHILE 
CRESCENTIA WORE ITS CRIMINALITY ON ITS SLEEVE 
FAR MORE THAN THE OTHER ISLANDS, PIRACY ROTTED 
IN THE HEART OF FLINT’S ARCHIPELAGO, WITH GREED, 
TREACHERY, AND A LUST FOR PLUNDER ENSURING THAT 
IF ANYONE PRESENTED AN OPEN HAND, THE OTHER WAS 
CONCEALING A DAGGER BEHIND THEIR BACK. 


NOTEWORTHY FEATURES 


Those familiar with Flint's Archipelago know the 
following facts: 


• Flint's Archipelago is a collection of dozens of islands of 
all sizes. 

• The Archipelago is a center of trade routes from many 
other Domains, and for the islands of the Archipelago 
itself. 

“Тһе Imperium is the monarchial central government of 
the Archipelago, but struggles to maintain any kind of 
taxation, law or order in this vast expanse of ocean. 

• The flow of goods and money through the Archipelago 
has also made it a center of piracy and smuggling. The 
Etherium is pocketed with pirate bases and hideouts, and 
is home to a thriving black market dealing in stolen and 
smuggled goods. 

“Тһе most feared pirate of the Archipelago, Captain 
Flint, died some years ago, and his treasure, "the loot of a 
thousand ships," was never found. 


I KNEW THAT MY SKIFF WAS NO MATCH FOR THE TASK 
OF CARRYING ME THROUGHOUT THE ARCHIPELAGO; I 
NEEDED A CREW WITH KNOWLEDGE AND EXPERIENCE, 
AND I HAD BEEN IN TOUCH WITH A SAILOR NAMED 
JOHN SILVER WHO OFFERED JUST THAT. HE AND HIS 
CREW WERE ON A JOURNEY TO MAP SOME UNEXPLORED 
ISLANDS IN THE FAR CORNERS OF THE REALM; SILVER 
ASSURED ME THAT SO LONG AS I PULLED MY WEIGHT, 
BRINGING ME ALONG WOULD BE NO EXTRA TROUBLE FOR 
THEM AND WOULD ALLOW ME TO TAKE IN THE VARIOUS 
ISLANDS ALONG THE JOURNEY. 


SILVER RAN WHAT APPEARED TO BE A CLEAN, 
RESPECTABLE INN AT THE HEART OF CRESCENTIA, AND 
I FOUND MYSELF LIKING НІМ IMMEDIATELY—ALTHOUGH 
RECENT CIRCUMSTANCES SHOULD HAVE TAUGHT ME 

TO BE MORE SPARING WITH MY TRUST. SEVERAL OF 
HIS LIMBS HAD BEEN REPLACED BY BIZARRE BITS 
AND PIECES FROM WARFORGED OR OTHER INORGANIC 
CONSTRUCTS, GIFTS FROM A LAMORDIAN DOCTOR 
THAT HAD SAVED HIS LIFE AFTER MULTIPLE MISHAPS 
AT SEA. I NOTICED SOME SECRET ROOMS IN THE INN 
THAT LIKELY HAD A LESS SAVORY PURPOSE, BUT IN 
CRESCENTIA, A LITTLE SMUGGLING OR BOOTLEGGING 
SEEMED TO GO WITH THE TERRITORY. HIS CREW 

WAS A ROUGH LOT, MORE IN LINE WITH WHAT І wAs 
ACCUSTOMED TO SEEING IN CRESCENTIA, BUT HE WAS 
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ABLE TO PULL THEM BACK INTO LINE WITH A WORD OR 
А І.ООК--АТ FIRST. 


THE LONGER OUR VOYAGE WENT ОМ, THE MORE 
DISTRACTED SILVER APPEARED—CUTTING HIS EYES 

TO THE CORNERS OF THE ROOMS AS IF SEEING 
SOMETHING, SPEAKING TOO LOUDLY AS THOUGH TRYING 
TO DROWN OUT AN INTERRUPTION THAT I NEVER MADE. 
AT THE TIME, I CHALKED IT UP TO THE STRESSES 

OF THE VOYAGE. IT IS A TESTAMENT TO SILVER’S 
CHARISMA THAT NO OTHER POSSIBILITY OCCURRED TO 
ME UNTIL IT WAS ALMOST TOO LATE. 


SETTLEMENTS AND SITES 


The Archipelago is home to scores of ports, along with 
uncountable villages, islands, and pirate holdings. Port 
cities such as Arcturus, Port Iberia, Castle Cape, and 
Kozekhode give merchants and traders access to the 
riches of their islands, and ships of every size and type 

fill the seas. Those ships travel between the islands and 
the Domains, carrying cargoes ranging from precious 
metals and crystals to spices and rare beasts to textiles and 
foodstuffs. 


The lords of the Imperial Navy ostensibly try their best to 
keep the taxes payed and to maintain a modicum of order, 
but there are numerous pirates, smugglers, and other 
disreputable sorts constantly shadowing the merchant 
fleets and Arcturian treasure ships, looting and plundering. 
While many of the more respectable citizens of the 
Imperium maintain the facade of morality and propriety, 
this respectibility is often just a mask over a darker, 

colder truth. 


The Archipelago is a realm of the greedy, the corrupt, 
and the desperate. This greed and desperation touches 
everyone from the lowliest cabin boy to the merchant 
princes and high lords of Parliament. 


The treasures and riches that flow through the ports of 
the Archipelago are a poisoned prize, offering a life of 
luxury and comfort but inspiring bloodshed, betrayal, and 
obsession. 


PARLIAMENT 


The capital of the Imperium, Parliament is the monarchical 
residence, seat of government, and central harbor of the 
Imperial fleet. Theoretically Parliament is concerned with 
all of the islands of the Archipelago, but usually occupies 
itself with only the richest and most prestigious islands, 
preoccupied with the sniping and greed of the nobility. 


Parliament is a viper's nest of warring factions and 
cutthroat (sometimes literally) political conflicts. More 
than one corrupt highborn noble or lord-admiral of the 
fleet funds their ambitions through blood money. 


MONTRESSOR 


An obscure mining island on the Hinterlands of the 
Etherium, Montressor is a an often-ignored world of the 
Imperium. Montressor is primarily noteworthy for it's 
proximity to Crescentia, the port built to ship the mineral 
wealth of the island. The combination of Imperial neglect 
in an island adjacent to a major port make it a center of 
piracy and smuggling, and even the most respectable 
citizens of Montressor probably have goods in their home 
whose provenance is not fully legitimate. The major 
settlements of Montressor are seperated by long and lonely 
roads, dotted with small villages and inns like the Admiral 
Benbow. Any number of fugitives and pirates can be 
found living lives of seclusion in the more isolated parts of 
the planet. 


CRESCENTIA 


Montessor's port town, Crescentia is a bustling, rough- 
and-tumble sprawl. Goods can be bought from dozens 
of worlds, some of them even legitimately. The center of 
the widest web of piracy and smuggling is "The Spyglass," 
an inn owned and managed by John Silver. Silver is a 
friendly and charming host, as well as a gifted cook. The 


hung round the cove, or 


Spyglass is neat and well-provisioned, a jarring contrast 
to the tough customers who fill it every night. Many 
totally innocent visitors have passed an enjoyable evening 
with a mug of ale, a bowl of bonzabeast stew, and Silver's 
charming company. Meanwhile, crimes, heists, murders, 
and other dark deeds were being quietly negotiated by 
Silver and the regulars behind closed doors. 


upon the cliff 


TREASURE ISLAND 

Treasure Island is the (current) resting place of Flint's 
ship, the Кгакеп-апа with it, his horde, the loot of a 
thousand ships. After his final battle with the Navy, 

the rogue Illithid pirate captain Flint used his converted 
Nautilus ship to teleport to his secret bolthole within the 
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island. Dying of his wounds, he had his Autognome, BEN, 
load the stashed treasure onto his ship. His first mate 

Billy Bones is the current owner of the stolen enchanted 
map that shows the way to Treasure Planet and Flint's 
trove, but even he doesn't know that Flint booby-trapped 
the ship. If anyone disturbs his treasure, the ship's 
teleportation engine will power up and randomly activate, 
taking it away from the would-be treasure hunters. After 
that, the bombs Flint planted around the port will take care 
of them. 


WHILE CRESCENTIA WAS MORE ROUGH AND TUMBLE 
THAN MOST PORTS, PIRACY SEEMED TO BE THE RULE 
OF THE ARCHIPELAGO RATHER THAN THE EXCEPTION— 
AND NOT ONLY FOR THOSE WHO PROUDLY DECLARED 
THEMSELVES TO BE PIRATES. TOLLS AND FINES VARIED 
TREMENDOUSLY FROM ONE POINT TO ANOTHER, AND I 
SUSPECTED THAT THE DIFFERENCE WENT STRAIGHT 
INTO THE POCKET OF THE TOLL-TAKER. IF I’D CAUGHT 
A WHIFF OF PERFUME, I WOULD HAVE THOUGHT THAT 
SILVER HAD TAKEN ME ТО BORCA BY MISTAKE. EVEN 
THE ARCHIPELAGO'S COMMON NAME REFLECTS ITS 
LARCENOUS NATURE; WHILE ITS TECHNICAL NAME IS 
"THE IMPERIUM," EVERYONE KNOWS ITS TRUE MASTER 
WAS CAPTAIN FLINT, A LEGENDARY AND BLOODTHIRSTY 
PIRATE WHO LEFT THE ISLANDS’ RESIDENTS QUIVERING 
IN TERROR DURING HIS REIGN ON THE SEAS. FLINT 
VANISHED SOME TIME AGO, TAKING HIS TREASURE 
WITH HIM, AND THE RESIDENTS OF THE ARCHIPELAGO 
HAVE WHILED AWAY MANY AN EVENING SWAPPING 
THEORIES ABOUT ITS ULTIMATE DESTINATION. 


Our VOYAGE TOOK US PAST ISLANDS WITH BUSTLING 
PORTS AND WITH ONLY A FEW SHEPHERDING VILLAGES, 
WITH LUSH JUNGLES AND WITH NOTHING BUT A 
SINGLE LIGHTHOUSE OVERLOOKING A BARREN ROCK. 
THE SILHOUETTES OF GREAT MARINE BEASTS SWAM 
BENEATH THE WATERS: MASSIVE SHARKS, DRAGON 
TURTLES, EVEN SOMETHING THAT COULD ONLY HAVE 
BEEN A KRAKEN. 


THE MOOD OF THE CREW BECAME MORE TENSE THE 
FARTHER WEST WE TRAVELED, AND WHILE SILVER 
CONTINUED TO CLAIM THAT THEY WERE ON A SIMPLE 
MAPPING EXPEDITION, NONE OF THEM SEEMED TO KNOW 
HOW TO USE CARTOGRAPHER'S TOOLS. AT ONE POINT, 
I WAS AWAKENED IN THE NIGHT BY AN UNFAMILIAR 
VOICE CRYING FOR HELP; WHEN I FOLLOWED тт, І 
FOUND SEVERAL MEMBERS OF THE CREW DISCUSSING, 
IN LOW TONES, WHETHER I COULD BE TRUSTED, SAYING 
THAT SILVER COULDN'T LET ME HAVE A SHARE IN WHAT 


WAS THEIRS BY RIGHT. THE SOURCE OF THE VOICE 
WAS NOWHERE TO BE SEEN. I RESOLVED FROM THEN ON 
TO SLEEP LIGHTLY AND WITH MY SPELL COMPONENTS 
CLOSE AT HAND. 


JOHN SILVER 


The distinctive cyborg owner of the Spyglass Inn, Silver 
claims he received his Lamordian clockwork cybernetics 
after being injured while serving under the legendary 
admiral Hawke. Actually, he was the quartermaster of the 
infamous Captain Flint on his converted Nautilus ship, 
the Kraken. Even among those vicious cutthroats, Silver 
stood out for his cold-eyed brutality and ease with killing. 
The crew whispered that he was the only man who Flint 
feared—a fear that proved well-founded. 


Believing that Flint was withholding his fair share of 
the loot, or perhaps simply coveting the entire horde for 
himself, Silver led a group of Flint’s men to betray the 
Kraken to the Imperium, then made off with the map 

to Treasure Island. Even for a pirate, betraying his own 
shipmates and friends to the authorities was a supremely 
evil act, and the Mists brought the Archipelago into the 
Ravenloft. 


As Flint lay dying, surrounded by the corpses if his crew, 
the Kraken limped away shattered and burning, making 
one final jump to Treasure Island. However, before he 
could follow it, Silver himself was betrayed by Billy Bones, 
one of his mutineers, who ran off with the map. 


Silver led the rest of the group in hunting Bones, spending 
years tracking down any trace or sighting of him. During 
those years, Silver became owner of a successful inn 

at Crescentia and turned his old crew into a profitable 
criminal network smuggling and fencing stolen goods. 
However, he could not let go of his obsession with Flint’s 
treasure. He had sacrificed his limbs for that treasure, 

he had betrayed his captain and his friends for that 
treasure, he was owed that treasure. And so he hunts it 
still, chasing down any lead or hint of its whereabouts, 
holding the murderous and mutinous crew in check with 
a combination of threats, promises, and charisma. He 

has come close, sometimes almost holding the map in his 
hands. But it always slips away. 


SILVER'S POWERS AND DOMINION 
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Silver has stats similar to a Bandit Captain with the 
features of both the Sailor Background and Criminal 
Background, but with the following special powers 
stemming from his supernatural connection to the 
Archipelago. 


4 speaks nothin' but me heart, at all times...” Silver is 
incredibly charming and able to win the trust of most 
people. He has Advantage on Charisma (Persuasion) rolls 
and can cast Friendship as well as Charm Person at will 
without components. These powers diminish as he gets 
closer to the Treasure. 


“‘Disobey my orders again, and so help me!” Silver is the 
unquestioned leader of the a criminal network of pirates 
and smugglers. However, as he gets closer to the Treasure, 
his crew becomes more and more restless, rebellious, 
greedy, and thoughtless. 


"Sometimes - plans go astray.” Silver is slippery as an eel, 
and always finds the angle to get out of a tricky situation. 
He has the benefit of the Lucky Feat and the Alert Feat. 


‘Those gears and gyros clickin' and whirrin' like the devil 
himself!” Silver's Lamordian clockwork prosthetics have 
a variety of uses. He can use а bonus action to activate 

his artificial eye for one of the following abilities: he can 
have Darkvision for 60 ft for 10 minutes, cast True Seeing 
with components for a duration of 10 minutes, or use 
True Strike with components 3 times a day. Additionally, 
Silver can use a bonus action to activate his arm and 
reconfigure it to any weapon or tool he has proficiency 
іп-а longsword, cooking utensil, etc. 


Closing the Borders. When Silver closes the borders, the 
oceans at the edge of the Archipelago become filled with 
heavy mists, and ships cant leave the Archipelago due to 
the tides and wind. 


SILVER'S TORMENT 


Silver's Torment is threefold, but all three parts extend 
from his obsession with his Flint's Treasure. 


First, he will never get the Treasure. If he were to find 
the Planet, the Kraken would teleport away all but a few 
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drubloons of the loot. He can search for it, see it, but 
never touch it. 


Second, as he gets closer to the Treasure, his powers of 
persuasion and deceit will fail him. His men will grow 
mutinous, those he has deceived will start to realize the 
truth, and all will eventually turn on him. 


This is aided by the third part of the Torment. Silver 

is literally haunted by the ghosts of those he betrayed, 
murdered, and sacrificed in his quest for the Treasure. 
Most of the time, he alone can only occasionally see and 
hear them, but as he gets closer to the Treasure, the ghosts 
get stronger. They start to work their influence on Silver's 
companions, sowing mutiny and incompetence among 

his crew and distrust among his companions. The more 
Silver hunts the treasure, the more stains he has on his 
conscience and the more ghosts he adds to his haunting. 


ROLEPLAYING SILVER 


Roleplaying Trait. “You just stick to the plan, you bug- 
brained twit.” 


Ideal. “You got to take the helm and chart your own course. 
Stick to it, no matter the squalls! 


Bond. “Now mark me, the lot of ya! I care about one thing, 
and one thing only: Flint's trove!” 


Flaw. “That treasure is owed me, by 'tunder!” 


ADVENTURES IN THE 
ARCHIPELAGO 


ON THE FIFTH DAY OF OUR VOYAGE, A CRY OF 
EXCITEMENT WENT UP FROM THE CREW. AT THE 
BEGINNING OF THE JOURNEY, I WOULD HAVE THOUGHT 
THAT WE HAD CAUGHT SIGHT OF OUR FIRST UNCHARTED 
ISLAND; NOW, I COULD ONLY HOPE IT WOULD LEAD TO 
AN OPPORTUNITY FOR ESCAPE. 


А5 THE CREW PREPARED TO LAND, SILVER 
APPROACHED ME AND SAID THAT HE'D BEEN WATCHING 
ME DURING THE VOYAGE, THAT I WAS A "DAB HAND, 
BY ТИМРЕЕ," AND THAT HE WANTED МЕ TO HELP НІМ 
WITH THEIR TRUE GOAL: FINDING FLINT'S TREASURE. 
HE LOOKED PERTURBED WHEN I LAUGHED IN RELIEF. 
А TREASURE HUNT? WAS THERE ANY MORE MUNDANE 
REASON FOR AN ADVENTURING CREW TO SET OUT 

ON A JOURNEY? 


LET MY PATRON NOTE THAT IF THE CREW HAD BEEN 
HONEST WITH ME FROM THE BEGINNING, I MAY HAVE 
SIGNED ON TO WHAT I BELIEVED TO BE A JOLLY 
ADVENTURE AND ACCOMPANIED THEM TO THE ISLAND 
WITH NO FEARS. REMEMBERING THEIR LIES AND 
PLOTTING, HOWEVER, I COULD NOT MAKE MYSELF 
BELIEVE THAT THEY WOULD SHARE THE TREASURE 
ONCE IT WAS FOUND, OR THAT THEY WOULD BELIEVE I 
HAD NO INTEREST IN IT; FEWER SURVIVING TREASURE 
HUNTERS MEANT A LARGER SHARE FOR THOSE WHO 


LIVED. No SOONER HAD I THOUGHT THIS THAN I 
SPOTTED THE SPECTRAL FIGURE OF A MAN IN PIRATE 
GARB OVER SILVER'S SHOULDER, A HOLE IN HIS CHEST, 
SHAKING HIS HEAD AT ME IN WARNING. 


I KNEW A REFUSAL WOULD BE MORE THAN MY LIFE WAS 
WORTH, SO I IMMEDIATELY AGREED TO JOIN SILVER 
ON HIS TREASURE HUNT. LATER, WHEN THE CREW WAS 
IN А RUM-SOAKED STUPOR, I STOLE A JOLLY BOAT AND 
ROWED AS QUICKLY AS POSSIBLE TOWARD THE Mists. 


ADVENTURE HOOKS FOR THE 
ARCHIPELAGO 


Because it is a center of trade and piracy, there's a number 
of ways your PCs could end up in Flint's Archipelago. 
They could journey there working on a ship ог be cast 
there by a storm. It's possible they find a clue to the 
location of Treasure Planet, perhaps meeting Billy Bones 
and playing the "Jim Hawkins" role. Flint's trove includes 
many magical items, and it's possible they find out a 
particular item they are looking for is stashed away on 
Treasure Planet. 


TREASURE ISLAND ADVENTURES 


The Archipelago can be the site of any number of piratical 
adventures for your PCs, in any number of genres of 
horror- slasher, cosmic horror, disaster horror- nautical 
horror can accommodate all of these. You can adapt any of 
the islands from the Sea of Sorrows in Van Richten's Guide 
to Ravenloft as locations in the Archipelago. 


Silver is the leader of a gang of smugglers and fences so 
its very easy to have the PCs get to know Silver in that 
context. The core adventure is the search for Treasure 
Island. Perhaps your PCs join an expedition and Silver 
works to undermine them and betray them, or perhaps 
they are recruited by Silver to infiltrate a crew and join in 
a mutiny. 


ISLANDS OF THE ARCHIPELAGO 


1: Porto DORADO 


The capital and trade center of Isla Tesoro, Porto Dorado 
is also the last known location of the legendary pirate 
ship The Wanton Wench. Many years ago this ship 
disappeared during a sudden storm after looting Porto 
Dorado, its hull loaded with wealth. The magistrate of 
the city has unearthed a lead on the ship's location, and is 
looking to quietly hire a crew to recover the treasure so he 
does not need to turn it over to the Imperium. However, 
word is starting to spread through the underworld about 
the Magistrate's actions, and it's only a matter of time 
before pirates come looking for him, possibly in force. 


-D SV e eee s. 


2 had the jolly-boat loaded as much as ` 


“« Down, dog!’ cries the captain” (p. 174) 


2: LAFITTE'S LANDING 


Once a pirate colony, Lafitte's Landing has now grown 
into a prosperous, honest trade port, at least on the surface. 
While the residents prefer to forget that their wide streets 
and stately manors were paid for with blood and plunder, 
most of the “respectable” families still have a few skeletons 
in their closets (sometimes literally). One public reminder 
of the town’s dark and violent past is the old abandoned 
manor house. This was the mansion of the infamous 
Captain Gore, and it stands as a testament to the obscured 
past of Lafitte’s Landing. They say that Gore’s treasure is 
still hidden somewhere in the house, but that it is guarded 
by the ghosts of his victims, the same ghosts who drove 
him to the grave. 


3: THE SARGASSO 

The Sargasso is a weather anomaly that disables or vastly 
slows ship movement. Ships trapped within the anomaly 
drift, helpless, hoping their supplies hold long enough for 
them to reach the edge of the anomaly or rig up some sort 
of crude propulsion. Some say sinister predators roam 
the Sargasso, feeding on the disabled ships. Others tell 
tales of ships trapped there for years, degenerated into 
cannibalism. But the greatest danger of the Sargasso is 
always within: the boredom and desperation combining 
with dwindling resources to supercharge all of the 
pressures and tensions within the ship. 


4: THE Dry TORTUGAS 


These dangerous rocks is at the intersection of two major 
trade winds. They are often used as a pirate base, ships 
full of buccaneers waiting among the rocks to prey on the 
merchant fleets. The pirates are not the only danger, as 
the rocks themselves are treacherous. Dozens, possibly 
hundreds of shipwrecks rest among the rocks, including 
(legend says) the Urca. The Urca was one of the Arcturian 
treasure ships that got separated from its convoy and lost 
among the Dry Tortugas. The remains of the Urca have 
never been found, and it is one of the great lost treasures 
of the Archipelago. 
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5: CAULDRON POINT 


The main settlement of Isla Astoria, Cauldron Point was 
built to take advantage of the abundant natural resources 
of that Island. Cauldron Point is a bustling sea port where 
loggers, fishers and trappers sell their wares. Cauldron 
Point was also the last known sighting of the Inferno, ship 
of the infamous one-eyed Captain Pordobel. Decades ago, 
the Inferno was lured into a trap by the Imperial Navy, 
who harried the ship along the coast for days. Burning 
and blasted, Pordobel steered his ship into the treacherous 
sea caves near Cauldron Point. The Navy ships fired 

on the cave mouth to smash it shut, then left, assuming 
the Inferno had been crushed to pieces in the caves. But 
the wreckage of the ship was never found. Perhaps the 
Inferno, loaded with treasure, still waits in those caves, 
guarded by the skeletal remains of Pordobel and his crew. 
crew. 


6: ORACOKE 


Unlike many settlements, Oracoke is proud of their 
piratical past. The town was primarily settled by the 
surviving crew of the legendary Captain Thatch, and the 
Buccaneer Inn is even built from the remains of Thatch’s 
ship, the Adventure. The Inn, managed by descendants of 
Thatch’s crew, is falling deeper into debt to a local crime 
boss. The innkeeper, Emily, has been researching the 
legend that Thatch’s treasure is hidden somewhere in the 
Inn. However, the legend also says that Thatch’s ghost 
guards his treasure from any interlopers. 


7: BOTANY Bay 


This desolate hunk of rock is the maximum security prison 
island of the Imperium, a collection of the Archipelago's 
worst scum and villainy. Of course, the problem with 
putting the worst of the worst in one place is that you 
have created a powder keg, and a mass breakout would 
instantly create the most vicious, cutthroat crew of pirates 
ever known. 


8: TABLE Bay 


Table Bay is an important, if treacherous section of the 
Trade route to the wealthy port of Cape Hope. They say 
that when the mist is heavy, sometimes a phantom ship, 
“The Fligende Hollander” appears. According to the tale, 
over one hundred years ago, captain Van der Decken 
struggled against a storm keeping him from entering the 
Bay. He swore to the stars that he would make it to Cape 
Hope that night, or never for all eternity. They crashed, 
and he and his ship are thus cursed to wander for all time. 


Many ships tell of seeing the Hollander, glowing in the 
mists. Others report a strange, old-fashioned ship meeting 
with them near Cape Hope and passing over letters for 
delivery, letters addressed to people long dead. All the 
stories agree that encountering the Hollander is a sure 
portent of doom. 
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I HAD THOUGHT FLINT'S TREASURE A GHOST STORY 
AT FIRST, BUT HAVING ENCOUNTERED AN ACTUAL 
GHOST—TO SAY NOTHING OF THE BACKSTABBING 

AND SKULDUGGERY THE HOARD ENGENDERED—-I NOW 
BELIEVE OTHERWISE. SILVER IS A CLEVER MAN, AND 
HIS WISEST COURSE OF ACTION WOULD HAVE BEEN 

TO TELL ME THE TRUTH OF THEIR MISSION FROM THE 
START, THEN KILL ME ONCE WE FOUND IT. I CAN THINK 
OF ONLY TWO REASONS FOR THE DECEPTION: EITHER 
SILVER IS THE SORT THAT LOVES A LIE SO MUCH THAT 
IT COMES MORE NATURALLY THAN THE TRUTH, OR THE 
TREASURE IS CURSED IN SOME WAY, LEADING SEEKERS 
TO SABOTAGE OR BETRAY ONE ANOTHER. PERHAPS 
FLINT'S MALEVOLENT SPIRIT IS STILL PROTECTING HIS 
TROVE FROM ANY WHO MIGHT WREST ІТ FROM HIS 
GRASP, AND THOSE WHO FAIL RETURN AS GHOSTS TO 
HAUNT NEW TREASURE-SEEKERS. 


OF course, I HAVE NO DOUBT THAT MY PATRON CAN 
IMAGINE A CORNUCOPIA OF OTHER REASONS WHY 
ONE MIGHT LIE ABOUT ONE'S TRUE INTENTIONS FOR 
NO APPARENT PURPOSE, AND I EAGERLY AWAIT HIS 
INSIGHT ON THE MATTER. 


ALTHOUGH I FEARED SILVER'S SHIP WOULD OVERTAKE 
ME, I ROWED MY SKIFF INTO THE MISTS WITHOUT 
INCIDENT. CLUTCHING MY ROSE MIST TALISMAN IN 
MY HAND, I PEERED THROUGH THE SWIRLING Mists, 
LOOKING FOR A GLIMPSE OF SOMETHING THERE THAT 
WASN'T THERE BEFORE. 


REGARDS, 


= 


IMM PETULANT SERVANT, YOUR INDIGNATION 19 QUITE 
APPARENT IN THIS REREFT REPORT. MY METHODS, JUST AS 
MY NAME, ARE EARNED AND NOT FREELY С10ЕЛ. HOWEVER, 
VOU MAY REST ASSURED THAT | AM FULLY CUUNIZANT 

OF YOUR UNDYING DEVOTION TO YOUR FAMILY. THEY, AS 
VOU, ARE UNDER MY PROTECTION SO LONG AS MY LITTLE 
SCHOLAR REMAINS IM MY CHARTE. 

Once AGAIN YOU HAVE LET YOUR NERUES HINDER YOUR 
ABILITIES TU THOROUGHLY RESEARCH THE SITUATION AT 
HAND. | HAVE CITED YOU WITH THE MEANS TO PROTECT 
YOURSELF AND YOU SHOULD RELY UPON THEM. FOR now, 
WE MUST SPECULATE ON WHAT FLINT’S TREASURE HOLIS 
AND WHY SILVER 15 OBSESSED WITH OBTAINING IT FOR HIS 
OUN. | SUSPECT THAT YOUR CURSED TREASURE THEORY 
MAY RE CLOSE TU THE TRUTH, BUT FOR NOW IT SHALL 
REMAIN AS BURIED AS Captain NATHANIEL 5 TREASURE 
HORDE. 
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OTHER WORKS: 


This domain write-up is based on Episode 6 of our podcast 
"Wonderful World of Darklords." It's а monthly podcast 
where we adapt a Disney movie into a Ravenloft Domain 
of Dread. You can find it at 


https://redcircle.com/shows/the-wonderful- 
world-of-darklords 


For more “adapted media into horror gaming." I’ve 
adapted John Carpenter's 1980 nautical horror film “The 
Fog” for three adventure settings. Something in the Fog 
is setting neutral, Fog Over Saltmarsh for Ghosts of 
Saltmarsh and Fog over Barovia for Curse of Strahd. 


https://www.dmsguild.com/product/387249/Something- 
in-the-Fog/?affiliate_id=241770 


https://www.dmsguild.com/product/359994/Fog-over- 
Saltmarsh?view_as_pub=1 


https://www.dmsguild.com/product/359997/Fog-Over- 
Barovia?view_as_pub=1 


Speaking of John Carpenter, I also adapted the original 
1978 "Halloween" for two settings. "You Can't Kill the 
Boogeyman" is setting neutral and "Barovian Boogeyman" 
is for Curse of Strahd. 


https://www.dmsguild.com/product/385363/You-Cant- 
Kill-the-Boogeyman/?affiliate_id=241770 


https://www.dmsguild.com/product/385365/Barovian- 
Boogeyman/?affiliate_id=241770 


A final note on John Carpenter, I also adapted "Prince 
of Darkness" (1987) for two settings. Setting Neutral 

("You Will Not Be Saved" and Strixhaven ("Prince of 

Annihilation." 


https://www.dmsguild.com/product/409219/You-Will- 
Not-Be-Saved?affiliate_id=241770 


https://www.dmsguild.com/product/409215/Prince-of- 
Annihilation?affiliate_id=241770 


Just to prove I don't only do John Carpenter, I adapted 
the classic story "Legend of Sleepy Hollow" into two 
adventures. Setting Neutral ("Sleepy Hollow") and Curse 
of Strahd ("Headless Horseman of Barovia"). 


https://www.dmsguild.com/product/411750/Sleepy- 
Hollow?affiliate_id=241770 


https://www.dmsguild.com/product/410729/The- 
Headless-Horseman-of-Barovia?affiliate_id=241770 


If you're the kind of person running spooky adventures, 
and you know kids, there's a good chance youre in the 
market for Halloween and spooky stuff that’s kid friendly. 
Id like to pitch Rachel’s amazing Halloween Mother 
Goose book. 


https://www.amazon.com/Mother-Ghost-Nursery- 
Rhymes-Monsters/dp/1585363928/ 


For more D&D specific spooky kids stuff, Rachel and I 
wrote a guide to children’s horror games. We go through 
each of the “Genres of Horror” from Van Richten’s Guide 
to Ravenloft and discuss how to adapt them for young 
players. We look at examples of each genre from books, 
shows, or movies of children’s horror, and then discuss 
adapting a couple famous children’s horror stories into D 
and D adventures. This is going to very useful for running 
any of these Disney Ravenloft adventures for kids. 


https://www.dmsguild.com/product/369751/Ravenloft- 
Gives-Me-Goosebumps-Genres-of-Horror 


On the topic of kid’s horror, I did a guide to running a 
more young player friendly version of Curse of Strahd 
with guidelines on horror-themed games for young players 
(ages 8-12) called “Strahd gives me Goosebumps.” It can 
be useful for running with adults if you have some players 
who are not comfortable with all the child murder. 


https://www.dmsguild.com/product/348639/Strahd- 
Gives-Me-Goosebumps?view_as_pub=1 


Speaking of Curse of Strahd Гуе also got a re-write of 
Death House for Curse of Strahd on the DMs guild. 

It’s made to be a better introduction for new players. 

It’s a totally new, tighter, less lethal ghost story (the 
chambermaid is the stepmother is the murderer is the 
boss ghost, no cult, no dungeon) with ghost PC rules and 
resurrection at the end. 


https://www.dmsguild.com/product/311769/Another- 
Death- Another-House 


Happy Gaming! 


WONDERFUL WORLD OF DARKLORDS | TREASURE PLANET 


на, te ge гт ng OOO 


